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H ait Seeker on the Path of the Avatar. 1, LorcT 
British; wekomt thee and saiute thee for thy 
courage. Within these pa^es than shaLtfind off manner 
of wisdom and information concerning theiaxxdof 
Britannia andtheQuest of the Avatar. Rmdon care- 
fidfyj bat hearken weK to my words: 

The one who shad tread the pat/t of the Avatar to fidi 
revelation is not only brave, but honest andfdkd with 
compassion for cdL aving things. Britannia needs one 
who can show how to fight the forces of Evit found both 
outside of andwnxhin the individual. Our hopes and 
prayers are that thou might be the one. . . . 

Tor thine edification I have coilected in these pages the 
writings and creations of the Lycaeum's must dhistrious 
cartographer f Mercator, as wed as the reminiscences of 
the vahant warriors loio and Shamino who have ex- 
plored cdLofthe known dungeons in the realm. Lei their 
words help guide thy footsteps on thy most perilous 
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Casites 
amCTownes: 



HailTravdIer, I Mercator, wi[tinstruct tftee in the 
geography of our fair [and of Britannia. To begin 
withj there are but 15 human settiemmtS; arulontndn 
of pankxdar note in our iaruL These consist of four cas- 
tles, 11 townes, ancLonetowne that is naught but ruins 
in these times. Let us begin with the seat of our 
government 
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TfieCasi(c 
ofLordBriUsftt 




FiTStjloOTj 

second floor onfoliowing ^aqt. 



Thtcastkof LordBritisfij located near Britar^^ 
Bay in iht very centre of the coniinentj is the stead- 
ing of our soverexgtL Within its confines thoa shaLtfind 
our (ord himseLf as weff as a variety of personages j off of 
who may have some words for thee if approached -prop- 
erly Be sure to seek help from our sovereign shoiddye be 
in need. Note ye well cdso that the Seer Hawkvnnd dost 
dwelL within these confinesj and that he shad aid thee in 
better understanding thine own personal deveiopment A 
conversation vnth one Zxmn may also prove fruitfxd 
whilst in this castle. Most important all, speak with 
our Ciege (ord, for he s hall aid thee in understanding the 
full nature of the quest upon which, thou dost now 
embarL 

Shouldthouor any of thy companions be inneedof 
healing or provender, thenyou need seek no farther than 
the castle of Lord British, although such aid may be 
found elsewhere in our fair iarvd 



ThcLycaeumt 



Hert; witfdn the hcdlowed hails of trutfi wherdn 
dwdis tfiy humbk servant t/te Seeker shailfind 
cdL manner of knowtedgt. Located on Verity Isie, which 
{kstothe east of the castHe of our sovereign, the Lycaeum 
is the seat of cdL ieaming in Britanma, home to an entire 
troupe of erudite scholars studying cdL manner of matters 
arcane. Be sure to pay your respects to my most favored 
patron, the Lord Terence, and to visit the Britannia Ob- 
servatory whilst thou art within this dtacLei of (earning. 
A word wAth my good friend Scatu may also prove 
heipfuL 

Should any of thy number be in need of the services of 
a physician, one may be found within the wolds of the 
Lycaeum. 



Empaih ABbeyt 

The Lmpatfi Abbey, found near the Deep Forest in 
the nokhwestempartof our fair (andj is apiact of 
quietude and contemp(ation, wherein doistered monks 
seek the meaning of our coexistence in this world. Here 
much can be (earned from the castie dweiiers, for they art 
good-hearted and give freely of themselves. I have found 
visits with Humlock to be of particular utility in the 
pursuit of (earning. Be sure to visit the Oak Grove, a 
spot of wondrous tranc[uihty. Markye well that all is 
not always as it might seem in the Abbey, as in other 
piaces . . . even that which has the appearance of tifeless 
matter may be of someaidto thee in thy seeking. 
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SerpcnVs Castle: 

Some of the bravest warriors inattof Britannia 
dwdL and train at Serpait^s Castk, which is to be 
found on an island to the south of the Cape of Heroes. 
The flower of Britarmian youth go to the Academy 
within the watls of SerpcnVs Castle that they might 
(earn theuseof arms inpursuit of the common good 
Tis fiere that one can find knowiedge or arcane treasures 
tost to the ageSf and of an artifact most melodious that 
would aid the true seeker. Do pay your respects to Roar£ 
whilst in SerpenVs Castle, for he is a man of some wis- 
dom. And shouldst thou plan to voyage upon the waters 
of Britannia, as indeed ye must to complete thy quest 
Vhenpay heed to the words of Noxum andLassorru 

Year not if ye or any of thy companions be sore 
wounded, for wnxhin the walls of SerpenVs Castle dwells 
a healer most skilled. 
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MoongUnv: 



The townt of Moongtow is home to tfte magi of 
Britannia, Locatednemihe Lycamm on Verity 
Istcj this townt has both food and [edging avadabk as 
wed as a shop wherein the aspiring practitioner of the 
mystic arts may purchase the herbs necessary for the cast- 
ing of powerful enchantments. There are also secrets 
about the use of the magical arts that may be found here 
if one speaks witktheproper personages. When in the 
fair dty of Moonglow, heed the words of Christen and 
of Cromwell, for they are both sagacious and helpfuL 

The Inn in Moongtow comes highly recommended, as 
do the services of the townees healer, should thee or thy 
companions be in 
needofaid 
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Briimtt 



Every high dviLization must havt its art andmusic, 
arid Britannia is no epcceptioru C(osc by to the cas- 
tk of Lord British lies the townt of Britain, where dwed 
the most skided bards of the [and The compassionate 
citizenry is most eager to help the wayfarer andwid 
gladty talk to thee of thy quest if thou should but ask the 
appropriate questions. Pay heed to the words of Sprite 
and of a certain child ye might find therein. The traveller 
may wellfindnews cf [ong lost artifacts in the towne of 
Britain, where the bards sing the legends of times iong 
past. Listen well to the words of Sebastian and seek ye 
counsel of Thevel whilst 
in towne. 

The visitor to Britain 
should take advantage of 
the fine weapons and 
armour shops found 
therein to prepare for 
travels throughout >W 
the [ess tame parts 
of our f car [and. 
I oodaruL spirits 
may cdso be 
obtained 
here, and 
there is a healer 
resident to tend the 
wounds of the brave Seeker. 
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Jhdomt 



Found in the Vcdarian ls(es to the west of tfte Cape 
of Heroes, tht towm ofjheiom is home to the 
fighters of Britannia. Here the Seeker may find weapons 
and armour for fardhase, as wed as supplies for the jour- 
ney and a healer to tendto wounds. 

The citizens ofjheiom know much of the ways of 
valoTj andwdCheip thee on thy quest if thou but ask of 
them. Be sure to pay thy respects to Lord Rjobert who is 
known to offer heLpfuL words to traveders. AisOj 'tis wise 
to converse with the brave Sir Hrothgar, a most valiant 
warrior whose many years have given him the vidsdom 
of three men. And spare a moment to chat vinth Senora 
that thou might learn more of traveiin our (and 
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Yewt 
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F(mndwitfdn the shady groves of the Deep Torestj 
tfte town of Yew is harm to the dndds of 
BdXamncL lamed for their wisdom and sense of justice, 
the dndds often pass judgement on the most important 
(egaicases of the (and Thereisa[so vitaL information 
about the practice of the mystic arts to be had for the 
asking in Yew, should ye converse with the right person- 
age. If ye should have the chance, miss not an 
opportunity to chat with Pinrod, as well as with some 
of the druids found about the tovme. 

Not only do the dndds of Yew dispense justice to heat 
the soui, but there is aiso a healer of the body wnihin the 
confines of this towne. There is in Yew a shop where one 
might purchase provisions for (ong journeys as weSL 
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Minoc: 

ThttowmofMinoc, sitmted on the shores of Lost 
Hope Bay on iht northern coast of Britannia, is 
fwmc to the tinkers andaafts workers of our fair (and. 
It is here that the (egendary smith Zircon resides, whose 
metoLwork is said to border on the mysticai Seek him in 
the Forge, where he currendy resides. 

^Tis said that the wise seeker wiil speak to aitwho are 
encountered on the path of the Avatar, but the wiser stiff 
wdl speak with both Gimbk and with Maida, for both 
of these shadprovide thee with great aid 
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Triftsic: 



Far to the south of our soverdgrt^s castk lies the 
town of Trinsic. Here the fcdadins of Britannia 
dweii and train for their hves of honorable deeds. The 
locaL taveruj the Tap^ is famed far and wide for its breW; 
whik its j^oprietor is known throughout our fair land 
as a man of great wisdom and sagacity, if thou shotddst 
visit TrinsiCj be sure to have a word with thefeilow 
known as Kline, for ^tis said he knows much to aid 
those seekers on the patft of the Avatar. And if thy aims 
be magical; then heed ye wed the words of one Virgd, 
who is said to hold vital information for those who 
would be ^acdtioners of the mystic arts. 

Trinsic is also famed for the quality of arms crafted 
there in the Duelling Weapons sfiop anid the Armoury 
Limited. No warrior should pass up the opportunity 
to visit these 




Skara Bract 



If t/xou wen to sait westward ojf the coast of 
Britanniaj thou wouidstfind the island home of the 
Rangers, and the fair dty of 5feara Brae, Have a word 
with citizen Granted whilst in Skara Brae, for 'tis said 
that he knows much that might aid the seAex. The same 
hotds true for both Mitre and Presto, who can heljp thee 
and thy companions on thy journey with vahmbk infor- 
mation. Should time -permit, do stop in andbid hello to 
an old companion of mine, one Bjomasco, who is said to 
be wise in the ways of the quest Remember that even 
inanimate objects may offer thee wisdom if thou but try 
to communicate with thenu There are kgends of a ghost 
who haunts the inn of Skara Brat (ate at night. 

Should any of thy party be in need of healing, visit the 
Mystic Heakr of Skara Brae. There is also an Herb Shop 
for those who need supplies for the practice of the mystic 
arts. Be sure to visit it when in towne. 
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Magmda: 

The former \ownt of Maginda, whose ruins lit on 
an unchariedistt in the deep uncharted oceans to 
the east of the Fens of the Dead, is said to have been de- 
stroyed many ages ago for its insufferabk -pride. Tii 
now rumored to be inhabited ordy by g hosts and the like, 
although many lend no aedence to these legends. Never- 
theiess, it is indeed a site of some historiccd significance, 
andshouidbevisitedbyanywho quest on the path of 
the Avatar. Seekye traces of three of its former inhabit- 
ants, Splot, Banter, and Casperin, for they once possessed 
vital knowledge. Also, be not in fear of some unseemly 
behavior onthepart of the legless one. 

Equip thyself and thy companions well before ventur- 
ing to Maginda, for no shops are to be found where one 
can purchase fresh supplies. 
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Paws: 



Shouldst ihouj in thy wanderings; come upon the 
townt of PawS; (ocatedin the hiiis to the north of 
the Fens of the Dead, be sure to enter and visit with the 
inhabitants, for much wisdom can be gained from a 
short stay there. Do giveyour regards to the Lady Tessa, 
who is known to have vahiabte information for those 
questing on the path of the Avatar, and remember that 
Zxdr the Wise isjustLy so<aded. 

The Fo(iey Tavern in Vaws is famed far and wvdt as a 
most congenial spot wherein to hoist a tankard, while 
the stable in Paws is famed for its thoroughbreds. There 
is also rumored to be a special shop in the tovme where 
herbs for the practice of magics can be purchased, al- 
though I cannot say 1 have ever seen such a place with 
mine own eyes. 
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Buccaneer^s Deit: 



During thy travels on tky Quest of the Avatar, 
thou w\itf in ait dkelihoodj take to the high seas. 
During thy seafaring keep a sharp (ookoutfor the tovme 
of Buccaneer^s Den, said to be found on an iste south- 
southeast of Britanny Bay This towne is thefreehoid of 
some unsavoury characters v^ho have, in the past, piied a 
trade not favoured by most sailors. However, there are 
those in Buccaneer^s Den who understand thy quest and 
wnli aid thee. Be sure to speak MnthRagnar and vinth 
Snif[et,for ^tis said th^hiowmxichcf what most 
knownaxight. 

There are fine weapons to be found in the shops of 
Buccaneer^ s Den, as would seem fitting for such a com- 
munity. There are aiso said to be shops containing more 
erotic wares for aidin such endeavours as magic, navi- 
gation, and the expioration of the subterranean world. 



18 



Vesper: 



The tovme of Vesper, foimdin the northeastern -part 
of our fair [and just to iht south of the iniand 
(akt, provides a welcome respite for the weary traveller. 
Its many inhabitants are quite congexuai arid weiL-versed 
in the tore of Britannia amf in the ways of the seekers on 
the path of the Avatar. Visit vvith Servile w foist in 
towne, and be sure to talk to some of the others. 

There is a special shop mmouredto exist in Vesper, a 
shop where one might purchase suppiies and impiexnents 
for journeying about our [and, both above and below the 
surface. Aiso, be sure to stop in at the Axe-n-Alefor 
refreshment. 




Covet 



^rri is scdd that oiL seekers on 1^ 

J- mxist -pass ifu-ougk the gates of 
Cove, for therein dweiL many who ho(d vital informa- 
tion for those on the quest Cove can be found beyond 
LockLakeandthusmaybereacfmLoniybyd^ one 
of the great wfuri-poois, for 'tis said that cdi that is 
dragged under by these terrors shaiL resurface in Lock 
Lake andwasfi ashore there. Cove is truly not a iarge 
townej but its inhabitants exhibit a great deal of knowt- 
edge about the world. Virtually all who dwell here can be 
of assistance to thee and thy companions, should thou 
know but the proper (Questions. 

If thou or any of thy fellow travellers is suffering from 
wounds, pay a visit to the Healer in Cove, where all suf- 
fering can be relieved. 



20 



Legendio 
Thmgeon Maps 



□ 



WaOs 




Rooms 



Force 



Gems Boots 



Founiains Altars 







■ml 


up 

Ixuiders 


chests 






[el 


Down 
Ladders 


Secret 
Boors 


♦ 


Up and 
Bown Ladders 



22 



H oifSee^ on tftepatlt of tfte Avatar. As ye pre- 
pare jbr the underground explorations that w\ii 
aid thee in thy quest J listenwdttomywordsjforl 
shcdL try to spare you the sujferings I and my compan- 
ions have ervdured to come by our knowledge of the 
dungeons of Britannia. 

First of aSif know ye that these dungeons arefoxd, 
dark caverns that lie beneath the very earth upon which 
we tread. They arefvSL of vermin and beasts most vde, 
as weiL as cdl manner of the walking dead and other un- 
natural creatures. Do not venture into them until thou 
dost have at (east three travelling companionsl Turther- 
more, do not venture below with inadequate suppCies. 
Mafee sure tfiat tAou dost carry ampkfood, weapons 
and magical reagents, for thou wdt notbeabkto 
replenish thy suppCies whilst underground. 

Tis rumored that the seven known dungeons are 
interconnected through three vast altar rooms. Tis fur- 
ther said that this system of interconnection holds a 
part of the answer to thy quest in its design, so heed 
well its logic if ye can. 

Yinally theiastof our maps, that of the Great 
Stygian Abyss, is not the result of exploration but 
rather was created by means of a great enchantment 
cast by a circle of powerful wizards. No person has ever 
been in the Abyss, and thus we are not certain if the 
map is accurate to any degree. Nonetfteless^ we have 
includedit here in hopes that it might be in some way 
representative of the fiorrors tftat await the first to ven- 
ture into the Stygian deaths. Kdy not too heavdy on 
this one mapl 
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BeceiU 



The dungeon Deceit can be found on a smcdt island 
off tfte coast of Dagger Isk in the northeast comer 
of Britannia. Indeed it is a tempie of guile, in which 
iitxHt is OS it seems. Goid may be found in abundance on 
the 4tft Level, but beware of the Mimics found in these 
depths, for they take on the appearance of chests in 
order to lure hapless expiorcrs close, then they treacher- 
ously atXacL The blue stone may be found in the 
dungeon Deceit, somewhere on the 7th Level. Seekye 
also the Altar Room of Truth. 




Level One LeveClVvo 
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Despite: 



Deep witftin tfie cra^5 of tfie mcmntain range 
known as the Serpent's Spine lies the dungeon 
Despise. A seemingly featurekss series of dank caverns, 
Despise houses a variety of fierce creatmes that have 
strewn the bones of many an explorer throughout the 
underground. Thou must find the room of serpents in 
order to gain entrance to the Altar Room containing 
theyeiHow stone on the 5tk Level. Care is of the utmost 
necessity on this level as there are many perilous traps 
scattered about. The bravest e?cplorers can gain access to 
the Altar Room of Love if they persevere. 
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Level Tivo 



26 




27 



Desiard: 



Due west of the Fens of the Dead, in the moun- 
tainous region in the southwest -part of 
Britanniaj lies the entrance to the dungeon Destard. 
The brave traveller wdLfind wealth aplenty on the 4th 
[eveL of this vidainous series of caverns, but guardians 
of unsurpassed ferocity are cdso to be found here. Seek 
the altar that hoids the red stone on the 7th [eveL, and 
hie thee to the Altar Room of Courage that may bt 
found herein. 





Level One 



Level T\vo 
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Wrong: 

The dungeon of Wrong can bt found on the nortfi- 
wesiem short of Lost Hope Bay, far to the north 
of the castie of our iiegt iord. Whiie this dungeon may 
seem mild to the casual observer, 'tis in truth a veritoBfe 
quagmire of vife and treacherous traps. Use extreme 
caution on the 5th Level, and beware of the one-way 
secret doors and the force fields that lie beyond them of 
the 6 th Level. The green stone can be found on the altar 
on the 8th Level, and thou may also find the Aitar 
Rooms of Love and Truth in these depths. 




Level One Level T^vo 
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CoveUms: 



AptCy named, the dungeon Covetous can be found 
on the eastern sfiores of Lost Hope Bay. The en- 
trance is hewn out of the forbidding diffs of this region 
and can only be reached by sftip. Seek it not on foot. 
The 5tft Level of the dungeon Covetous holds vast 
weatthfor the intrepid explorer, but be wary, for the 
(abyrinthine tunnels and caves are home to (arge num- 
bers of ferocious ores and savage trotis. Deep within 
these caverns, on the 7th Level, one can find the orange 
stone. One might also visit the Altar Rooms of Love 
and Courage if the rigors of the depths have not proved 
too stremuDus for thy party. 




Sfiomct 



Reacfiing the entrance to the dungeon Shame wiiL 
test thy navigator's skiils to their iimits, for 'tis 
to be found at the headwaters of the Lost Kivexj far to 
the northwest of Britannia. Great wealth is to be had 
by those who can -penetrate to the 6 th Level of this 
sinkhole of doom, but there dwell creatures therein that 
'tis best not to speak of in public meeting places, for the 
very mention of these beings is likely to cause a panic 
amongst the general populace. The seeker need only at- 
tain the 2nd Level to encounter the altar containing the 
purple stone, but the Altar Rooms of Thttft and 
Courage summon the bravest to the lowermost depths. 





Hyifdoth: 

The dungevn of HytWbtfl is -perhaps the. most curi- 
ous or mystmous of underground Britannicu 
There are two entrances that are known of om out in 
back of the castie of our liege iord, and the other on the 
Isk of the Abyss. 'Tis said that the txinneis run far be- 
neath the oceans and to great distances. Indeed, one 
must begin at the very bottom of this dungeon and 
work upwards to the surfaccj which (eaves one at the 
farthest reaches of our [and. There are Altar Rooms of 
Truth, Love, and Courage to be found in the depths 
here. 




Level Om Level Two 
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Great Siygian 
Abyss: 

Aj^oacfi not tftis dungeon until thou hast com- 
pfetecf air parts of thy quest, for only one who has 
trodden far along the patft of the Avatar has a ho^t of 
surviving here. Truly no -person has ever ptumbed its 
depths, and we offer this map only through the use of a 
great enchantment mentioned earlier in this journal. 
Legend says that one must hold the bell, book and can- 
dle to even gain entrance to the Abyss. But before reach- 
ing the entrance one must sail through the cove that is 
filled watft the ghost ships of Britannia's pirates. Try 
not this delicate maneuver unless thou hast found the 
magical ship's wheel which wiH [md strength to the 
hull of thy vessel, (est ye founder and become fodder for 
the finned terrors of the oceans. 

Among the tales told of the Great Stygian Abyss, the 
legend of the ladders is most curious. Tis said that each 
level of this dungeon contains an cdtar where one must 
place a stone, whereupon a ladder downwards will 
appear. 
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shrines: 



The bards of Britannia sing of dgfit shrines, one 
for each of the dght virtues of the Avatar. The 
seeker on the patfi must visit each shrine and meditate 
there a number of times in order to reach the (eveis of 
true erdightenment that are part and^arcei of the way 
of the Avatar. 

Meditations of varying duration vidd gamer varying 
results. Heed ye we£f tfmt if thou dost wisft to truly and 
fully understand the conduct that becomes an Avatar 
that thou must meditate often in the shrines of 
Britannia. 

Remember that once thou hast earned the right to 
seek -partial avatarhood in one of the eight virtues that 
thou needs meditate upon thy exvdeavours to attain har- 
mony vdth thy actions. 

Finally 'tis worthy of note that one of the eight 
shrines of Britannia exists not on the material piane, 
but eisewhere. This shrine can be reached only through 
the power of the gates. 
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